The purpose of this workshop is to share experience on how to prepare user studies around interactive TV technologies, including newly emerging services on mobile devices, in different contexts and for diverse target users. Finding and applying the right method for capturing users' experiences is challenging. We are all familiar with qualitative and quantitative methods, going out into the field and performing user studies in a laboratory setting. But how can we identify which method is the most appropriate one, and which should be combined to get the user feedback? These and other questions will be discussed within this workshop based on the organizers' expertise and the participants' own experience. Contributions from the audience will be combined with very interactive discussions based on practical examples, namely selected scenarios for user studies.
INTRODUCTION
Interactive TV is heading into new directions, with the convergence of TV with video streamed to the browser, with the wide availability of video on mobile devices, and increasing sales of new TVs with Internet capability included as standard. User studies of interactive TV and interactive technologies in general have never been easy, given the informal and social nature of this activity, but the rapid changes in technology and services being offered make reconsideration of the methods used ever more important, especially when addressing user experience as a research goal in laboratory and field environments (e.g. [ 
1][2][4]).
Interactive TV is different from some other types of interactive services when considering how to study user (in this case viewer) behavior. Typically TV is a collective activity carried out in multi-person households, where there will be social interaction between members of the household about what to watch and, with the increased availability of a range of recording and catch-up techniques (DVD, BlueRay, PVR), when to watch it. Other interactive services such as web-based ones, or TV playback via web browsers through a computer or a mobile device tend to be more personal, associated with individual use of the device concerned. Personal usage allows also new types of services.
Because of these differences, challenges arise when designing methods to study the use of interactive TV. Thus, some of the questions listed below will be addressed within this workshop:
• How identify who is watching and when?
• Should the study be moved into viewers' households and risk intruding on their privacy, or at least generating abnormal results compared to viewers' behavior when being studied in their homes?
• Should the study be set up in lab environments designed to appear as close as possible to home environments?
• What is the control to a study carried out in a real world environment?
• In addition to these challenges, across and within different countries, different service providers offer very different ranges of services, and how much does this affect user behavior?
• Can generalizations be made outside the service context within which the study is carried out?
This workshop focuses on the methods required to study user behavior of interactive TV and related technologies. A clear distinction is between lab-and field-based studies. Lab-based studies allow the advantages of much more control, and the use of techniques such as video monitoring of user interaction, eyetracking and other physiological measurements, but field studies have the advantage of being closer to the way in which typical viewers are likely to interact with the technology. In doing so, they pose problems. These include design of experiments, in recruitment and involvement of volunteers, and in verifying participants' reports of their behavior with actual technology use.
Where automated logging methods are available, these can be very useful. Overlying all these issues is the question of how to best model the user experience [3] , and design the user study to
Copyright is held by the author/owner(s). EuroITV'10, June 9-11, 2010, Tampere, Finland. ACM 978-1-60558-831-5/10/06. measure appropriate features of the user experience. It is unrealistic in one study to expect to gain a comprehensive view of all aspects of the user experience, but maybe successive studies in similar contexts can build up a better overview. These fields are an active area of research both in academia and industry and deserve a dedicated focus in a conference such as EuroITV 2010. The activity of this workshop overlaps two of the tracks of the conference, namely "Human-Computer Interaction" and "Media, Social and Economic Studies", and should complement activities in the main conference program.
AUDIENCE
The workshop is intended for practitioners as well as researchers. Target participants are in particular researcher concerned with the evaluation of interactive TV services. Their major goal is to find the right methodological approach in order to provide the designers and developers of interactive systems the most valuable feedback on users experiences. The workshop aims to attract both experienced researchers as well as designers around the field on user experience evaluation.
WORKSHOP FORMAT
With regard to the complexity of the proposed topic and based on our previous experiences we foresee a full-day event, in order to have enough time for sharing experiences and enabling thorough discussions between the participants. Workshop candidates are requested to send in a position paper (no longer than 2 pages in the EuroITV 2010 format) about research they have been involved with (related to the topics described above) via the workshop website (to be set up). Insightful essays about the topic are also welcomed. Participants will be selected on the basis of the relevance of their work and their interests and familiarity with the topic. About half of the workshop, depending on the amount of submissions, will consist of a series of short presentations by the authors of accepted submissions, with time for questions after each. Following the presentations an interactive session will take place based around a number of scenarios, which will be prepared by the organizers (taking the submissions into account).
All participants in the workshop will be able to focus on particular scenarios and identify what can be learned about methods, which would be most appropriate. Such scenarios could include:
• Studying user experience of mobile video while commuting to work.
• Studying user experience of interactive TV in a highdensity deprived urban area.
• Designing lab experiments to analyze the early adoption of novel interactive devices among young people.
PROGRAM COMMITTEE MEMBERS
To ensure a high quality of the workshop, a program committee will be established to review the workshop submissions. Below is a preliminary list, some of which are confirmed already and others which will be contacted when the workshop proposal is accepted:
• Kathrin Damien, Alcatel-Lucent, Germany
• Ben Gammon, BBC, UK Lydia Meesters is a researcher at the TU/e with experience in image quality assessment techniques for 2D and 3D TV content, and user involvement studies for multimedia applications, assistive technology and telepresence solutions. In the ITEA2 AmIE project she looks at user acceptance of IPTV-based wellness and care services. She leads Work Package 1 of the FP7 MyMedia project, which includes user studies for recommenders.
Marianna Obrist is Assistant Professor for HCI & Usability at the ICT&S Center of the University of Salzburg. The focal point of her research is user experience research, user-centered design methods, and in particular user involvement in the development of new products/systems. She was involved in several research projects concerned with the study of user requirements and the evaluation of user experience for iTV, IPTV. She was conference co-chair for EuroITV08 and organized a tutorial at EuroITV09.
